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Introduction 


Thank you for purchasing Monopoly ™ for the Color Macintosh. Introduced in 1935 by 
Parker Brothers, Monopoly has become the most famous proprietary board game in the 
world. There are editions in twenty-three languages which are licensed in thirty-three 
countries. Now you can play it on your very own Macintosh! 

If you dislike reading manuals, and you are familiar with how to play the Monopoly board 
game, start the computer game and jump right in pointing, clicking, and dragging the different 
icons. The game makes full use of the Macintosh’s graphical user interface. If you do not 
know how to play the Monopoly board game, please familiarize yourself with the Official 
Monopoly Rules at the end of this manual before reading further. 

Have fun building hotels, completing deals, and avoiding bankruptcy! 

Quick Start: Fora short and simple explanation of the game functions , 
refer to these boxes at the beginning of most sections. A more detailed 
discussion follows the Quick Start box. 


Before You Start 


Requirements 

This version of Monopoly ™ for the Color Macintosh requires a Macintosh capable of 
displaying 256 colors, at least one megabyte of RAM, and System Software version 6.0.7 or 
greater. If you use System 7, you must have at least two megabytes of RAM. A color monitor 
is recommended. If you use a gray-scale monitor, set the monitor to 256 grays’ (not 256 
colors). If you do not have a color Macintosh, please contact Virgin Games about obtaining 
a black-and-white version. If your color system can only display 16 colors, contact your 
dealer about upgrading to 256 colors, or obtain the black and white version from Virgin 
Games. 

Since Monopoly ™ for the Color Macintosh does not fit on a single floppy disk, users must 
have a hard drive with enough free disk space to store the installed application. 

Monopoly ™ for the Color Macintosh requires certain fonts (included on the Program Disk 
2 in the package) to be installed in your System. Without these fonts, text may appear jagged 
or misaligned. See Install Monopoly™ for the Color Macintosh below for instructions on 
installing fonts. 

Macintosh II, IIx, Ilex, and SE/30 owners running System 6 must have the 32-Bit QuickDraw 
INIT (included on the Program Disk 2 in the package) installed for Monopoly™ for the Color 
Macintosh to work. If you own one of these types of Macintoshes, see Install Monopoly™ 
for the Color Macintosh below for instructions on installing 32-Bit QuickDraw . 
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Install MONOPOLY™ for the Color Macintosh 

Monopoly™ for the Color Macintosh comes compressed on several 800K floppy disks. To 
play the game, you must first uncompress and install it onto your hard drive. To do this, 
double-click on the file called MONOPOLY ™ Installer on Program Disk 1. After the first 
screen the installer will ask you “where should Monopoly™ be installed?” Select a location 
on your hard drive for the game and click on Save. Insert Program Dis k 2 when the computer 
asks for it. The installer will finish with an “installation was successful” message. 

Monopoly™ for the Color Macintosh requires certain fonts (Helvetica 9, 10, 12,14,18, and 
24 point; Times 12 point) to be installed in your System. Without these fonts, the 
Monopoly™ application will issue a warning message. The necessary fonts are included in 
the Monopoly™ Fonts folder on the Program Disk 2. For System 6 users, fonts must be 
installed in the System using the Font/DA Mover. For System 7 users, fonts can be copied 
directly into the System. If you already have the proper fonts installed in your System, you 
do not need to re-install them. Please consult your system documentation for further 
instructions on installing fonts. 

On some Macintoshes, the 32-Bit QuickDraw INIT must be installed in the System folder 
for Monopoly™ for the Color Macintosh to work. If you own a Macintosh II, IIx, Ilex, or 
SE/30, and you use System 6, you must install 32-Bit QuickDraw. Open the For Macintosh 
II Owners folder on the disk, open th&32-Bit QuickDraw folder, and install 32-Bit 
QuickDraw , General and Monitors by dragging these files into your System Folder. You 
must replace the General and Monitors in your System Folder with the versions provided 
on Program Disk 2, since 32-Bit QuickDraw will not work properly without them. System 
7 users should not install any of these files , as 32-Bit QuickDraw is built into System 7. 

Now you are ready to play the game! Go to the location on your hard drive where you installed 
the software and double-click on the Monopoly™ application there. 

Manual Questions 

This game is not copy protected. However, in the middle of the game you will have to answer 
a question about this manual. Keep the manual handy to answer the question. 

MONOPOLY FUN FACT: Charles B . Darrow of Germantown, 

® Pennsylvania first brought Monopoly to Parker Brothers in 1934. 
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Play MONOPOLY™ for the 
Color Macintosh 

This manual assumes that you are familiar with the rules of the Monopoly board game. If 
you are not, turn to the end of this manual and read the Official Monopoly Rules. 

A. Choose Options 

Quick Start: Select the Game menu and choose Options to play 
Monopoly with popular variations. 

At any time before or during the game you may select the Game menu and choose Options 
to play Monopoly ™ for the Color Macintosh with several popular variations: 

5 Game Options: By clicking in the appropriate box, you can . .. 

• Receive double salary for landing on GO. 

• Put money on Free Parking and have it accumulate taxes and fines. Players landing 
on Free Parking collect the accumulated pot. 

• Eliminate auctions of unowned properties. 

10 • Disallow human and computer trading. 

• Play a Time Limit Game with a time limit. If this option is enabled before starting a 
new game, each player purchases two property deeds chosen at random from the 
Bank. Enabling this option afterstarting a game limits game time without distributing 
any properties. During the game, this option shows the remaining time in the game. 

15 Program Options: By clicking in the appropriate box, you can . . . 

• Allow the computer players to roll for themselves. To halt the computer.players with 
> this option enabled, click the mouse button or hit a key. Play will stop after the current 

player’s turn. 

• Eliminate computer trade proposals. 

20 4 • Hide cash and assets in the Status Window. You can see a player’s cash only in the 

Deed Window with this option. 

• Enable Set Up Mode (explained below). 

Program Variables: By adjusting the scroll bars you can... 

• Set the marker speed, 

25 • Set the delay before the Chance and Community Chest cards close. 

When you open a saved game, Gamp: Options revert to their settings when the game was 
saved. Program options and Program Variables retain their most recent settings. 

The Official button disables all Game Options. When you click on this button, the game will 
conform to the Official Monopoly Rules. 
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,| i^ 1 MONOPOLY FUN FACT: Since 1935, over 100 million Monopoly 
§ sets have been sold worldwide! 


B, Enter Players 

QuickStart: Select the vane menu and choose re u tostartagame. 
Type in your name. Click on the displayed icon and choose your marker. 
Click on Ho re to enter additional players, or Done to begin the game. 

To start a new game, select the Game menu and choose New. The New Player dialog 
appears: 



Choose your favorite marker by clicking on the displayed marker. While keeping the mouse 
button pressed, move the pointer to a new marker and then release the mouse button. 

5 Click in the Computer Player box if you want that player to be a computer player. You may 
choose either a Beginning or Advanced computer player by clicking on the pop-up menu. 
Advanced computer players drive a harder bargain during trades. 

During the game, you may change players from human to computer (Beginning or Ad¬ 
vanced), and vice-versa (see AH About the Computer Player). 

10 Click More to enter additional players or Done after entering the last player. Click Back to 
change a previous player. You can have up to eight players in a game, any number of which 
may be computer players. 

To continue a saved game, select the Game menu, choose Open and find the saved game. 
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C. Roll the Dice 


Quick Start: Hit the Return Key or click on the dice to roll. 


After entering the players, start rolling by clicking on the large dice in the bottom right hand 
of the 

r-S 

• • • i 

• • mm 

screen v - J v _ J, or by hitting the return key. The turn indicator EDO shows 

which player rolls next At the start of a new game, the computer randomly chooses the first 
5 player to roll. 


The computer will automatically move your marker and perform many of the banking and 
board functions on your move such as deducting rent from your cash and paying it to the 
appropriate owner, paying you a salary when you pass Go, sending you to Jail, etc... 

Rest assured that the dice are not loaded. The rolls are generated from a seed chosen at the 
10 beginning of the game. There are exactly 4,294,967,294 different roll sequences. When 
combined with unpredictable human decision making, the number of different possible 
games is infinite. 


MONOPOLY FUN FACT: It has been estimated that 
over 250 million people have played Monopoly! 


The Text in the Status Window will inform you of all events in the game and clue you in on 
the moves of the computer players: 


Welcome (o MONOPOLY! 

Shuffling the Chance and Community 
Chest cards... 

Hans moves first. 

Hans rolls a. 9. 

Hans lands on Connecticut Ave.. 

Hans buys Connecticut Ave. for $ 120. 
Brian rolls a4. 

Brian lands on Income Tax. 

Brian pays j 150 tax (1 0% of assets) to 


15 You may scroll back to see the previous moves in the game. 


If you hear an unusual sound, it may be a good idea to read the Text. The computer players 
may be conspiring against you! 


D. Buy Property 


Quick Start: Click on the Bu^ button when the Buy Dialog appears. 


When a player lands on an unowned property, that player is entitled to buy the property. The 
Buy dialog will appear: 



To buy the property, click on the Buy button. If the player does not have enough cash to make 
the purchase, the Buy button will be dimmed. If the player cannot raise the purchase price 
5 in cash, the property must go up for auction. With auctions disabled, the property remains 
in the Bank. 

When the Buy dialog appears, you are still free to view the board and mortgage or trade with 
other players. To bring the Buy dialog to the front from a hidden position, select the Property 
menu and choose Buy..., or click on the dice or hit the return key. 

f MONOPOLY FUN FACT: Each year Parker Brothers prints more 
than twice as much Monopoly money as the United States Mint 
prints real money! 
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E. Auction Property 


Quick Start: Click the Begin button when the Auction Window 
appears. Submit a bid by hitting a number key on the keyboard. Each 
player is assigned a specific number key shown below the marker in the 
Auction Window. 

After a player clicks on the Auction button in the Buy Dialog, the computer will put the 
property up for auction. The Auction Window will appear: 



The Title Deed Card of the property appears in the background of the Auction Window. A 
horizontal grey line cuts across the chart indicating the list price of the property: 

5 To start the auction, click on the Begin button in the Auction Window. If you click on the 
Cancel button, the property will remain in the Bank (you will not have another chance to buy 
that property on that turn). 

Players submit bids in an auction by hitting a number key on the keyboard or by clicking on 
their respective marker. The specific key assigned to each player is shown below the markers 

10 in the Auction Window. By pressing your number key, you will submit a bid five dollars 
higher than the previous bid. To speed up the auction, you can hold down your number key 
until your bar has reached your desired bid... but don’t pay too much! The current highest 
bid is displayed in bold. 
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Before the auction begins, you are free to view the board and mortgage or trade with other 
players. While the auction is in progress, you may not transact business, but you may still 
view thd board and deed windows (if you are quick enough). To bring the Auction Window 
to the front from a hidden position, select the Decision menu and choose Auction..., or click 
5 on the dice or hit the return key. 

You may bid as high as your Available Assets (see View Player Assets). If you bid more 
than your cash on hand, you will have to raise the remainder of the purchase price by 
mortgaging or trading as soon as the auction has ended. 

The computer players bid for themselves. They have a pretty good idea what a property is 
10 worth, but sometimes they get carried away... 

MONOPOL Y FUN FACT: Parker Brothers must be the largest 
W construction company" in the world . Since they introduced the 
game # Parker Brothers has “built" more that three billion , two- 
hundred million little green houses — more than fifty times the total 
number of single family houses in the United States! 


When a player tries to roll while in Jail, the Jail dialog will appear: 



To leave Jail, click on the Pay $50 button. If you have a Get Out of Jail Free card, you may 
also leave Jail by clicking on the Use a “Jail Free” card button. To attempt to roll doubles 
to leave Jail, click on the Roll button. 
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F. Leave Jail 

Quick Start: Click on the ra ^ xi button when the Jail dialog appears. 















When the JAIL DIALOG appears, you are still free to view the board and mortgage or trade 
with other players. To bring the JAIL DIALOG to the front from a hidden position, select the 
Decision menu and choose Jail..or click on the dice or hit the return key. 

If the player does not have enough cash to pay the fine, the Pay $50 button will be dimmed. 
5 The player can either mortgage or trade to raise enough cash to pay the fine, or roll instead. 

If the player has used up all chances to roll out of Jail, the player must come up with fifty 
bucks. If the player’s available assets are less than $50, bankruptcy looms without a 
lifesaving trade with another player. Don’t count on the computer players to bail you out of 
this mess! 

G. View the Board 


Quick Start: Click on the properties around the board. Also click 
directly on a player’s name in the Status Window. 

10 Click on the different properties around the board. This will bring a property title deed card 
to the center: 



The bottom of the card will indicate who owns the property or will list its purchase price if 
it is unowned. 


12 


Select the Board menu and choose a player. That player’s properties will be highlighted on 
the board in grey. Choosing Bank highlights unowned properties. You may further specify 
the type of properties that you want highlighted by choosing qualifiers. For example, if you 
choose a player and Railroads, the computer will highlight all of the Railroads owned by 
5 that player: 



A quick way to highlight a players’ properties on the board is to click on the name of the player 
in the Status Window. You may then drag the mouse between all of the players to rapidly 
highlight different players’ properties. You may also highlight multiple player’s properties 
by holding the shift key down and clicking on another player’s name. This can be useful for 
10 planning a multi-player trade, 

f MONOPOLY FUN FACT: Parker Brothers must be one of the largest 
“mints” in the world They have printed over one-and-a-half trillion 
dollars, almost twice as much money as exists in the current United 
States money supply! 
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Select the Board menu and choose Show Owners. Each property will display the marker 
of its owner; 



f Clicking on a player’s marker in the Status Window will point out the marker on the board. 

H. View Player Assets 

Quick Start: Click on the rssets button 'hP to view different asset 
statistics. 

At the beginning of a game, you can see the cash on hand of all the players at the top of the 
5 Status Window, unless the invisible cask option is set. Next to the word “Cash” is the Assets 
button Click on this button to switch between displaying Cash, Monopolies, Liquid 
Assets, Available Assets, and Total Assets. 

• Cash; Total cash on hand. 

• Monopolies; Number of monopolies the player owns. 

• Liquid Assets; Money which a player can raise without having to sell any 
buildings. This is cash on hand, plus the mortgage value of all the player’s 
unimproved, unmortgaged properties. 
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• Available Assets; All of the money a player can raise. This is cash on hand plus 
half the purchase price of houses (hotels count as five houses), plus the mortgage 
value of all the player’s unmortgaged properties. When this number dips below 
zero, the player is bankrupt! 

5 • Total Assets: The list value of all the player’s possessions. This is cash on hand, 

plus list value of all properties owned (whether or not they are mortgaged), plus 
purchase price of all houses (hotels count as five houses). When you choose the 
j Pay 10% button in the Income Tax dialog, the computer uses this figure to 

calculate your taxes owed. In keeping with the Official Monopoly Rules, you will 
[ 10 not be able to view your Total Assets while deciding whether to pay $200 or 10% 

MONOPOL Y FUN FACT: At a cost of $1,300, Parker Brothers made 
g : ' a special MONOPOL Y set for underwater marathons . The set disinte¬ 
grated after a 1,080 hour event sponsored by the Buffalo Dive Club in 
upstate New YorkI 


I. View Player Deed Window 

Quick Start ; Double-click directly on the name of the player in the 
Status Window to open that player’s Deed Window. 

Select the Deeds menu and choose a player. That player’s Deed Window will appear: 



This window shows all of the player’s properties, cash on hand, and Get out of Jail free 
cards. The Small Title Deed Cards in this window also indicate monopolies (bold), 
mortgage status (red stripe) and number of buildings (green and red marks). The Bank’s Deed 
10 Window also indicates the number of houses and hotels left in the Bank. 

\ 
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A quick way to bring up a Deed Window is to double-click on the name of the desired player 
in the Status Window. You may also double-click on a property on the board to open the 
owner’s Deed Window. 

The Arrange Deed Windows menu item in the Deeds menu will conveniently arrange all 
5 opened deed windows on the screen. 

You need to use the Deed Window for trading (see Trade Property), and you may also build 
and sell houses, and mortgage property, directly from this window (see below). 

Double-click on a property in the deed window to view the Title Deed Card. 

? MONOPOLY FUN FACT: The most extravagant Monopoly set ever 
produced was the centerpiece of the 1988 Monopol y World Champion¬ 
ship held in London. Made with diamonds, rubies, and eighteen carat 
gold , the set was valued at over one-million dollars! 


You may mortgage property at any time between rolls of the dice. You may unmortgage 
1 o property anytime on your turn or between the moves of other players. When another player 
rolls doubles, you must wait for the end of his or her turn before you can unmortgage property. 

You can mortgage/unmortgage two different ways; 

• Click on the property on the board, outlining the property with a bold black line. 

, Then select the Decision menu and choose Mortgage or Unmortgage. 

15 or 

• Open the player’s Deed Window and click on the property in the Deed Window. 
Then select the Decision menu and choose Mortgage or Unmortgage. 

The Title Deed Card in the center of the board will reflect a mortgaged property with a red 
“Mortgaged” stamp. The Small Title Deed Card in the Deed Window will indicate its 

20 mortgaged status with a red stripe 

You may undo this function immediately afterward by choosing Undo Mortgage or Undo 
Unmortgage from the Edit menu. 

The computer players mortgage and unmortgage their property without human intervention. 
Please do not disturb them when they are taking their turn. 


I 
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J. Mortgage and Unmortgage Property 

Quick Start: Click on a property, then select the Decision menu and 
choose Mortgage or Unmortgage. 
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f MONOPOLY FUN FACT: Monopoly is marketed in eighty countries 
around the globe and is translated into twenty-three languages, not 
including computer languages! 


K. Build Houses and Hotels 

Quick Start: Click on a property, then select the Decision menu and 
choose Buit Building . 


You may build houses or hotels anytime on your turn or between the moves of other players. 
When another player rolls doubles, you must wait for the end of his or her turn before you 
can build houses or hotels. 

Before building, a player must first possess all of the properties in a single color group (a 

< onH must all hp nnmnrtfraPPfl. 


You can build two different ways: 

• Click on the property on the board, outlining the property with a bold black line. 
Then select the Decisioh menu and choose Buy Building. 

or 

10 • Open the player’s Deed Window and click on the property in the Deed Window. 

Then select the Decision menu and choose Buy Building. 


On the board, the property spaces will indicate the number of houses and hotels on each 
property with a picture of a house 'fft or hotel 4ft. If a property has more than one house, 
a number on the house lUt will indicate the number of houses on the property. 


15 The Small Title Deed Card in the Deed window will also indicate houses with small green 



and a hotel with a small red dot 



The rules require that you build evenly. If you attempt to build a house on a property when 
your other properties in that color group have fewer houses, a house will be automatically 
built on one of the other properties in the group. 


20 A quick way to build many houses on a monopoly is to click on one of the properties in the 
monopoly, either on the board or in the Deed Window, and repeatedly hit d£ H for Buy 
Building in the Decision menu. 


You may undo this function immediately afterward by selecting Undo Buy Building under 
the Edit menu. 


17 





Remember, the rules do not allow more than 32 houses or 12 hotels on the board. If you 
attempt to build when there are no more houses or hotels in the Bank, a message will appear 
informing you of this fact. 

Do not worry about the computer players. They will build when you can least afford it. 

f MONOPOLY FUN FACT: The Boardwalk property in the American 
version is also known as: Mayfair (England), Rue de la Paix (France), 
Schlossallee (Germany), Kalverstrat (Holland), and Paseo del Prado 
(Spain). 

L. Sell Houses and Hotels 


Quick Start: Click on a property, then select the Decision menu and 
choose Sell Building. 

5 You may sell buildings at any time between rolls of the dice. 

Sell buildings in the same manner as you buy buildings. Click on a property either on the 
board or in the Deed Window, select the Decision menu and choose Sell Building. 

You may undo this function immediately afterward by selecting Undo Sell Building under 
the Edit menu. 

10 Remember, if you sell a hotel when there are less than 4 houses in the Bank, the rules force 
you to sell multiple buildings. If you have three hotels on a property group and there are no 
houses in the Bank, you will be forced to sell all 15 buildings if you try to sell one of the hotels! 

M. Trade Property 

Quick Start: Click and drag the Small Title Deed Cards and cash from 
one Deed Window to another. To complete the trade, click on Trade in 
the TRADE CONFIRMATION DIALOG when it appears. 


Players may trade property at any time. 


Open the Deed Windows of the players involved in the trade. Select a property by clicking 
on the Small Title Deed Card and drag it to the desired recipient’s Deed Window (just like 
you would move a file in the Macintosh Finder™). The original Title Deed Card will appear 
greyed out. The recipient’s Deed Window will show the name of the Title Deed Card in 
5 italics: 



Fuzz trades Boardwalk to Brian for Pennsylvania Ave. and $80. 


You may repeat this procedure with other properties, and you may involve as many players 
as you like in the trade. 



10 Trade Get out of Jail free cards by dragging the Get out of Jail free icon HHmBI from 
one Deed Window to another. 

Select multiple Title Deed Cards by box-selecting or shift-clicking them, just like in the 
Finder. You may select all deeds with the Select All command in the Edit menu. 

f MONOPOLY FUN FACT: In 1978, Neiman-Marcus offered a $600 
Monopoly set made of chocolate! 
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After you drag the first property to another Deed Window, the Trade Confirmation Dialog 
will appear behind the destination Deed Window: 


Trade Confirmation 


Complete the arranged trade now? 


| Trade J 


Wait 


Cancel 


To complete the trade, bring this dialog to the front and click on the Trade button. The trade 
will complete unless the computer detects a problem with the trade. Click on Wait to send 
5 the dialog behind all other windows and continue trading. Click on Cancel to undo the trade. 

To bring the Trade Confirmation Dialog to the front from a hidden position, select the 
Decision menu and choose Confirm Trade..., or click on the dice or hit the return key. 

While trading, you may not mortgage or build houses. However, you may unmortgage a 
traded property to avoid paying the transfer fee the Bank imposes for trading mortgaged 
10 property. 

You may propose a trade with a computer player by dragging properties between your Deed 
Window and the computer’s Deed Window. When you click the Trade button in the Trade 
Confirmation Dialog, the computer will respond to your offer with an appropriate message: 


Computer 2 accepts your offer. 

GO 


If the computer player rejects a trade, click on the Keep Trying button to adjust the trade and 
15 try again. Cancel will return all properties to their original owners. 

Please do not insult the computer player’s intelligence by offering it grossly unfair trades! 


For further information on trading with the computer player, see All About the Computer 
Player. 

In set up mode (see Choose Options), the computer players will automatically accept all 
20 trades. You may also remove property from the Bank in this mode. However, the Bank may 
alert the other players of your theft! The Bank does not approve of this unlawful activity, but 
your .45 caliber cursor will prevail! 


Occasionally the computer players will propose a trade to you, unless this option has been 
disabled. When the computer players are in the right mood, they will automatically open the 
Deed Windows of all the players involved in the trade, and show you the proposed trade. The 
Computer Proposal Dialog will appear in the front: 


Trade Confirmation 


The computer players propose the 
arranged trade. Do you accept? 



5 You may accept, modify, or reject a proposal. The computer players are usually in a good 
mood when they offer a deal. Modifying their proposal may try their patience. If you reject 
the deal, their feelings may be hurt for quite a few rolls after. 


f MONOPOLY FUN FACT: Charles Narrow named most of the proper¬ 
ties in Monopoly after streets in his favorite resort town , Atlantic City. 
The only exception is Marvin Gardens, which is actually spelled 
Marven Gardens . Marven Gardens is a posh suburb a few miles 
outside of Atlantic City . 

N. Win 

The game ends when one player has driven all of the other players into bankruptcy or when 
the time limit has expired with the Short Game option. The Victory chart will appear, 
10 showing how the assets changed hands during the game. 

With enough total assets, the winning player can enter his or her name into the list of 
Magnates. If you enabled Set Up Mode during the game, you are ineligible to make this list. 

Select the menu and choose Magnates... at any time to see the top seven players with most 
total assets. 

15 If you save the game after closing the Victory Chart, you can later open the game to bring 
l back this chart to show your path to victory. 
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f MONOPOLY FUN FACT: The world's record for the longest Monopoly 
game played on a ceiling, upside down , is thirty-six hours! 

O. Set Up Mode 

In this mode you may move markers to different spaces on the board, take cash and property 
from the Bank and computer players, and change who moves next by dragging the turn 
indicator (EDO in the Status Window to another player. 

The cursor changes to a hand while Set Up Mode is enabled. 

f MONOPOL Y FUN FA CT: The world’s record for the longest Monopol y 
game played in a bathtub Is ninety-nine hours! It must have been the 
cleanest game ever. 

P. Demo Mode 

5 If you leave the game idle for fifteen seconds with all games closed, a demo game will start 
up automatically. Set up some lawn chairs, get a cold drink, and watch the computer players 
battle it out. No wagering, please! 

To temporarily halt the computer players, click the mouse button or hit a key. Play will stop 
after the current player’s turn. You may then close the demo game and start a new game. 

f MONOPOLY FUN FACT: The world’s record for the longest Monopoly 
game played in a moving elevator is sixteen days! 
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All About the Computer Player 


To the right of each player’s cash in the Status Window a Human/Computer indicator shows 


m pR 

whetherthe player is a human W, a beginning computer player Ld, or an advanced computer 


5 You may switch players between human and computer operation at any time during the game. 
To do this, simply click on the Human/Computer indicator to transfer control to the desired 
operator. This can be useful if a human player has walked away from the game in disgust, 
or if one of computer players becomes particularly ornery. 


When playing with a large number of computer players, enabling the Computer Roll option 
will speed up the game. 


10 To keep in toucli with the computer players’ actions, keep an eye on the Text in the Status 
Window — especially when you hear an unusual sound. It probably means that the computer 
players are up to something. 

15 To trade with a computer player, you must offer it a fair deal. If the computer player rejects 
the deal, its answer suggests what displeased it about the trade. Here are some possible 
computer answers, and how to respond to them: 


"...must accumulate additional funds before accepting this deal M 

Give the computer player more money, or wait until the computer player 
acquires more wealth. 

“... rejects such a one-sided deal! ” 

20 The computer player thinks this trade is preposterously unfair. 

“...politely declines your offer. ” 

The trade lacks value for the computer player. Make sure the computer 
receives something of significant worth in the trade, like a monopoly. 

“...anticipates victoiy without this trade!” 

25 The computer player expects to occupy the victory circle soon, Barring 

a sudden reversal of fortune, it will not trade. Of course, there are 
exceptions to every rule. 

u ...prefers to wait until more unowned properties are purchased. ” 

The computer player prefers not to trade until it has exhausted all 
30 opportunities to purchase a monopoly. 

“...insists on receiving assets of equal worth to those given away.” 

Make sure the face value of what the computer player receives equals the 
face value of what it trades away. Make up any difference with cash. 
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“...dislikes parting with too much valuable property.” 

The computer prefers to keep control of color groups. Avoid requesting 
the computer player to give up control of too many groups. 

“.. .accepts your generous offer!” 

5 Do your negotiation skills need some polishing? 

Keep in mind that as the game conditions change so does the computer player’s willingness 
to enter into a trade. 

Satisfying several computer players at once in a trade can be more difficult than trading with 
them one at a time. 

10 Remember that in Set up Mode, the computers will agree to any thing. However, you will lose 
your chance to become a Magnate. 

MONOPOL Y FUN FACT: The world’s record for the longest Monopoly 
' : g game played is seventy days! 

MONOPOL Y FUN FACT: The world’s record for the shortest Monopoly 
game played could be made by your computer! 


Official MONOPOLY Rules 


In 1934, Charles B. Darrow of Germantown, Pennsylvania, presented a game called 
Monopoly to the executives at Parker Brothers. Mr. Darrow, like many other Americans, 
was unemployed at the time and often played this game to amuse himself and pass the time. 
It was the game’s exciting promise of fame and fortune that prompted Darrow to initially 
5 produce this game on his own. 

With help from a friend who was a printer, Darrow sold 5,000 sets of Monopoly to a 
Philadelphia department store. As the demand for the game grew, Darrow could not keep up 
with the orders and arranged for Parker Brothers to take over the game. 

Since 1935 when Parker Brothers acquired the rights to the game, it has become the leading 
10 proprietary game not only in the United States but throughout the Western world. The game 
is published under license in thirty-three countries and in twenty-three foreign languages. 


OBJECT...The object of the game is to become the wealthiest player through buying, 
renting and selling property. 

EQUIPMENT.. .The equipment consists of a board, 2 dice, tokens, 32 houses and 12 hotels. 
15 There are Chance and Community Chest cards, a Title Deed card for each property and play 
money. 

PREPARATION...Place the board on a table and put the Chance and Community Chest 
cards face-down on their allotted spaces on the board. Each player chooses one token to 
represent him on his travels around the board. Each player is given $ 1500 divided as follows: 
20 2 each of $500’s, $100’s and $50’s; 6-$20’s; 5 each of $10’s, $5’s and $l’s. 

All remaining money and other equipment go to the Bank. 

BANKER.. .Select as Banker a player who will also make a good Auctioneer. If the Banker 
plays in the game, he must keep his personal funds separate from those of the Bank. When 
more than five persons play, the Banker may elect to act only as Banker and Auctioneer. 

25 THE BANK...Besides the Bank’s money, the Bank holds the Title Deed cards and houses 
and hotels prior to purchase and use by the players. The Bank pays salaries and bonuses. It 
sells and auctions properties and hands out their proper Title Deed cards; it sells houses and 
hotels to the players and loans money when required on mortgages. 

The Bank collects all taxes, fines, loans and interest, and the price of all properties which it 
30 sells and auctions. 

The Bank never “goes broke”. If the Bank runs out of money it may issue as much more as 
may be needed by merely writing on any ordinary paper. 

THE PLAY.. .Starting with the Banker, each player in turn throws the dice. The player with 
the highest total starts the play. He places his token on the corner marked “GO”, throws the 
35 2 dice and moves his token in the direction of the arrow the number of spaces indicated by 
the dice. After he has completed his play, the turn to play passes to the left. The tokens remain 
on the spaces occupied and proceed from that point on the player’s next turn. Two or more 
token may rest on the same space at the same time. 
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According to the space which his token reaches, a player may be entitled to buy real estate 
or other properties, - or be obliged to pay rent, pay taxes, draw a Chance or Community Chest 
card, “Go to Jail”, etc. 

5 If a player throws doubles he moves his token as usual the sum of the two dice and is subject 
to any privileges or penalties pertaining to the space on which he lands. Retaining the dice, 
he throws again and moves his token as before. If a player throws doubles three times in 
succession, he moves his token immediately to the space marked “In Jail” (see JAIL). 

“GO”... Each time a player’s token lands on or passes over “GO”, whether by throw of the 
dice or by drawing a card, the Banker pays him $200 salary. 

10 However, $200 is paid only once each time around the board. If a player, passing “GO” on 
the throw of the dice, lands 2 spaces beyond it on “Community Chest”, or 7 spaces beyond 
it on “Chance”, and draws the card “Advance to GO”, he collects $200 for passing “GO” the 
first time and another $200 for reaching it the second time by instructions on the card. 

BUYING PROPERTY... Whenever a player lands on an unowned property he may buy that 
15 property from the Bank at its printed price. He receives the Title Deed card showing 
ownership and places it face-up in front of him. 

If he does not wish to buy the property it is sold at auction by the Banker to the highest bidder. 
The buyer pays to the Bank the amount of the bid in cash and receives the Title Deed card 
for that property. Any player, including the one who declined the option of buying it at the 
20 printed price, may bid. Bidding may start at any price. 

PAYING RENT...When a player lands on property owned by another player the owner 
collects rent from him in accordance with the list printed on the Title Deed card applying to 
it. 

If the property is mortgaged, no rent can be collected. When a property is mortgaged its Title 
25 Deed card is placed face-down in front of the owner. 

It is an advantage to hold all the Title Deeds in a color-group (i.e.: Boardwalk and Park Place, 
~ or Connecticut, Vermont, and Oriental Avenues) because the owner may then charge 
double rent for unimproved properties in that color-group. This rule applies to unmortgaged 
properties even if another property in that color-group is mortgaged. 

30 It is even more of an advantage to have houses or hotels on properties because rents are much 
higher than for unimproved properties. 

The owner may not collect his rent if he fails to ask for it before the second player following 
throws the dice, 

“CHANCE” and “COMMUNITY CHEST”...When a player lands on either of these 
35 spaces he takes the top card from the deck indicated, follows the instructions and returns the 
card face-down to the bottom of the deck. 

The “Get Out of Jail Free” card is held until used and then returned to the bottom of the deck. 
If the player who draws it does not wish to use it he may sell it, at any time, to another player 
at a price agreeable to both. 
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“INCOME TAX”...When a player lands on “Income Tax” he has two options: he may 
estimate his tax at $200 and pay the Bank, or he may pay 10% of his total worth to the Bank. 
His total worth is all his cash on hand, printed prices of mortgaged and unmortgaged 
properties and cost price of all buildings he owns. 

5 The player must decide which option he will take before he adds up his total worth. 

V 

JAIL...A player lands in Jail when...(l.) his token lands on the space marked “Go to Jail”; 
(2.) he draws a card marked “Go to Jail”; (3.) he throws doubles three times in succession. 

When a player is sent to Jail he cannot collect $200 salary in that move since, regardless of 
where his token is on the board, he must move it directly into Jail. A player’s turn ends when 
10 he is sent to Jail. 

If a player is not “sent to Jail” but in the ordinary course of play lands on that space, he is “Just 
Visiting”, incurs no penalty, and moves ahead in the usual manner on his next turn. 

A player gets out of Jail by...( 1.) throwing doubles on any of his next three turns. (If he 
succeeds in doing this he immediately moves forward the number of spaces shown by his 
15 doubles throw. Even though he has thrown doubles he does not take another turn.); (2.) using 
the “Get Out of Jail Free” card if he has it; (3.) purchasing the “Get Out of Jail Free” card from 
another player and playing it; (4.) paying a fine of $50 before he rolls the dice on either of 
his next two turns. 

If the player does not throw doubles by his third turn he must pay the $50 fine. He then gets 
20 out of Jail and immediately moves forward the number of spaces shown by the throw. 

Even though he is in Jail, a player may buy or sell property, buy or sell houses and hotels and 
I collect rents. 

FREE PARKING...A player landing on this space does not receive any money, property 
or reward of any kind. This is just a “free” resting place. 

25 HOUSES. ..When a player owns all the properties in a color-group he may buy houses from 
j the Bank and erect them on those properties. 

f 

If he buys one house, he may put it on any one of those properties. The next house he buys 
must be erected on one of the unimproved properties of this or any other complete color-group 
he may own. 

j 

30 The price he must pay the B ank for each house is shown on his Title Deed card for the property 
on which he erects the house. 

i 

The owner can still collect double rent from an opponent who lands on the unimproved 
properties of his complete color-group. 

| Following the above rules, a player may buy and erect at any time as many houses as his 

35 judgment and financial standing will allow. But he must build evenly (i.e.: he cannot erect 
more than one house on any one property of any color-group until he has built one house on 
every property of that group. He may then begin on the second row of houses, and so on, up 
to a limit of four houses to a property. For example, he cannot build three houses on one 
f property if he has only one house on another property of that group.). 
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As a player builds evenly, he must also break down evenly if he sells houses back to the Bank 
(see SELLING PROPERTY). 

HOTELS...When a player has four houses on each property of a complete color-group, he 
may buy a hotel from the Bank and erect it on any property of that color-group. He returns 
5 the four houses from that property to the Bank and pays the price for the hotel as shown on 
the Title Deed card. Only one hotel may be erected on any one property. 

BUILDING SHORTAGE...When the Bank has no houses to sell, players wishing to build 
must wait for some player to turn back or to sell his houses to the Bank before building. If 
10 there are a limited number of houses and hotels available, and two or more players wish to 
buy more than the Bank has, the houses or hotels must be sold at auction to the highest bidder. 

SELLING PROPERTY...Unimproved properties, railroads and utilities (but not build¬ 
ings) may be sold to any player as a private transaction for any amount that the owner can get. 
However, no property can be sold to another player if buildings are standing on any properties 
] 5 of that color-group. Any buildings so located must be sold back to the Bank before the owner 
can sell any property of that color-group. 

Houses and hotels may be sold back to the Bank at any time for one-half the price paid for 
them. 

All houses on one color-group must be sold one by one, evenly, in reverse of the manner in 
20 which they were erected. 

All hotels on one color-group may be sold at once. Or they may be sold one house at a time 
(one hotel equals five houses), evenly, in reverse of the manner in which they were erected. 

MORTGAGES...Unimproved properties can be mortgaged through the Bank at any time. 
Before an improved property can be mortgaged all the buildings on all the properties of its 
25 color-group must be sold back to the Bank at half price. The mortgage value is printed on 
each Title Deed card. 

No rent can be collected on mortgaged properties or utilities, but rent collected on 
unmortgaged properties in the same group. 

In order to lift the mortgage, the owner must pay the Bank the amount of the mortgage plus 
30 10% interest. When all the properties of a color-group are no longer mortgaged the owner 
may begin to buy back houses at full price. 

The player who mortgages property retains possession of it and no other player may secure 
it by lifting the mortgage from the Bank. However, the owner may sell this mortgaged 
property to another player at any agreed price. The new owner may lift the mortgage at once, 
35 if he wishes, by paying off the mortgage plus 10% interest to the Bank. If he does not lift 
the mortgage at once he must pay the Bank 10% interest when he buys the property and if he 
lifts the mortgage later he must pay an additional 10% as well as the amount of the mortgage 
to the Bank. 


another player or to the Bank. If his debt is to another player, he must turn over to that player 
all that he has of value and retire from the game. In making this settlement, if he owns houses 
or hotels, he must return these to the Bank in exchange for money to the extent of one-half 
5 the amount paid for them and this cash is given to the creditor. If he has mortgaged property 
he also turns this property over to his creditor but the new owner must at once pay the Bank 
the amount of interest on the loan, which is 10% of the value of the property. After the new 
owner does this, he may, at his option, pay the principal or hold the property until some later 
turn at which time he may lift the mortgage. If he holds property in this way until a later turn, 
10 he must pay the interest again when he lifts the mortgaged. 

Should a player owe the Bank, instead of another player, more than he can pay (because of 
taxes or penalties) even by selling his building and mortgaging property, he must turn over 
all his assets to the Bank, In this case, the Bank immediately sells by auction all property so 
taken, except buildings. A bankrupt player must immediately retire from the game. The last 
15 player left in the game wins. 

MISCELLANEOUS...Money can only be loaned to a player by the Bank and then only by 
mortgaging property. No player may borrow from or lend money to another player. 
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BANKRUPTCY...A player is bankrupt when he owes more than he can pay either to 




RULES for a SHORT GAME 

(60 to 90 minutes of fun) 

There are three differences in rules for this ’’Short Game”. 

1. During PREPARATION for play the Banker shuffles the pack of Title Deed cards. The 
pack is then cut by the player at his left and the Banker deals, one at a time, two Title Deed 
cards to each player (including himself if he both plays and acts as Banker). Players receiving 

5 Title Deed cards must immediately pay the Bank the printed price of each of the two 
properties thus acquired. The play then commences as in the regular game. 

2. In this short game it is only necessary to have three houses (instead of four) on each lot of 
a complete color-group before the player may buy a hotel. 

Rent received for a hotel remains the same as in the regular game. 

10 The turn-in value of a hotel is still one-half the purchase, which in this game is one house less 
than in the regular game. 

3. END OF GAME. The first player to go bankrupt retires from the game as in the regular 
game. However, when the second bankruptcy occurs the game ends. Play immediately ceases 
with the bankrupt player turning over to his creditor all that he has of value, including 

15 buildings - whether the creditor happens to be a rival player or the Bank. 

Each remaining player then values his property; (1) cash on hand; (2) lots, utilities and 
railroads owned by him at the price printed on the board; (3) any mortgaged property owned 
by him at one-half printed on the board; (4) houses, valued at purchase price; (5) hotels, 
valued at the purchase price including the value of three houses turned in. 

RICHEST PLAYER WINS! 


ANOTHER GOOD SHORT GAME 

20 TIME LIMIT GAME... Before starting, agree upon a definite hour of temination richest 
player then winning. Before starting the game, Title Deed cards are shuffled and cut, and 
Banker deals two Title Deeds to each player. Players immediately pay the Bank the price of 
property dealt to them. I 


Warranty of disclaimer 

VIRGIN GAMES AND ITS LICENSORS MAKE NO WARRANTIES, EXPRESSED OR 
IMPLIED, INCLUDING WITHOUT LIMITATION THE IMPLIED WARRANTIES OF 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, REGARD¬ 
ING THE SOFTWARE. VIRGIN GAMES AND ITS LICENSORS DO NOT WARRANT, 
GUARANTEE OR MAKE ANY REPRESENTATIONS REGARDING THE USE OR 
THE RESULTS OF THE USE OF THE SOFTWARE IN TERMS OFITS CORRECTNESS, 
ACCURACY, RELIABILITY, CURRENTNESS OR OTHERWISE. THE ENTIRE RISK 
AS TO THE RESULTS AND PERFORMANCE OF THE SOFTWARE IS ASSUMED BY 
YOU. THE EXCLUSION OF IMPLIED WARRANTIES IS NOT PERMITTED BY 
SOME STATES; THE ABOVE EXCLUSION MAY NOT APPLY TO YOU. 

IN NO EVENT WILL VIRGIN GAMES AND ITS LICENSORS, AND ALL OF THEIR DIRECTORS, OFFICERS, 
EMPLOYEES OR AGENTS (COLLECTIVELY VIRGIN GAMES AND ITS LICENSORS) BE LIABLE TO YOU FOR ANY 
CONSEQUENTIAL, INCIDENTAL OR INDIRECT DAMAGES (INCLUDING DAMAGES FOR LOSS OF BUSINESS 
PROFITS, BUSINESS INTERRUPTION, LOSS OF BUSINESS INFORMATION, AND THE LIKE) ARISING OUT OF THE 
USE OR THE INABILITY TO USE THIS SOFTWARE EVEN IF VIRGIN GAMES AND ITS LICENSORS HAS BEEN 
ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. BECAUSE SOME STATES DO NOT ALLOW THE EXCLUSION 
OR LIMITATION OF LIABILITY FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES, THE ABOVE LIMITATIONS 

may not apply to you. Virgin Games and its Licensors liability to you for actual damages 
from any cause whatsoever, and regardless of the form of the action (whether in contract, tort 
(including negligence), product liability or otherwise), will be limited to $50. 

Apple and Finder are registered trademarks of Apple Computer, Inc. 

Macintosh is a registered trademark licensed to Apple Computer, Inc. 
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